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INSTRUCTION BOG 


PLEASE CAREFULLY READ THE SEPARATE HEALTH AND SAFETY PRECAUTION. 
BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING YOUR NINTENDO® 
HARDWARE SYSTEM, GAME PAK OR ACCESSORY. THIS BOOKLET CONTAINS 
IMPORTANT HEALTH AND SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING WARNINGS BEFO 
YOU OR YOUR CHILD PLAY VIDEO GAMES. 


AWARNING - Seizures 


Some people (about 1 in 4000) may have seizures or blackouts triggered by light flashes or patterns, such as while 
watching TV or playing video games, even if they have never had a seizure before. 
Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition should consult 
a doctor before playing a video game. 
Parents should watch when their children play video games. Stop playing and consult a doctor if you or your child 
have any of the following symptoms: 
Convulsions Eye or muscle twitching Loss of awareness 
Altered vision Involuntary movements Disorientation 
To reduce the likelihood of a seizure when playing video games: 
1. Sit or stand as far from the screen as possible. 
2. Play video games on the smallest available television screen. 
3. Do not play if you are tired or need sleep. 
4. Play in a well-lit room. 
5. Take a 10 to 15 minute break every hour. 


AAWARNING - Repetitive Motion Injuries and Eyestrain 


Playing video games can make your muscles, joints, skin or eyes hurt after a few hours. Follow these instructions 

to avoid problems such as tendinitis, carpal tunnel syndrome, skin irritation or eyestrain: 

e Avoid excessive play. It is recommended that parents monitor their children for appropriate play. 

¢ Take a 10 to 15 minute break every hour, even if you don't think you need it. 

e lf your hands, wrists or arms or eyes become tired or sore while playing, stop and rest them for several hours 
before playing again. 

e lf you continue to have sore hands, wrists or arms or eyes during or after play, stop playing and see a doctor. 


AAWARNING - Battery Leakage 


Nintendo portable video game systems contain a rechargeable lithium ion battery pack. Leakage of ingredients 
contained within the battery pack, or the combustion products of the ingredients, can cause personal injury as well 
as damage to your hardware. If battery leakage occurs, avoid contact with skin. If contact occurs, immediately wash 
thoroughly with soap and water. If liquid leaking from a battery pack comes into contact with your eyes, immediately 
flush thoroughly with water and see a doctor. 
To avoid battery leakage: 
¢ Do not expose battery to excessive physical shock, vibration, or liquids. 

Do not disassemble, attempt to repair or deform the battery. 
e Do not dispose of battery pack in a fire. 
Do not touch the terminals of the battery, or cause a short between the terminals with a metal object. 
Do not peel or damage the battery label. 


The official seal is your assurance 
that this product is licensed or 
manufactured by Nintendo. Always 
look for this seal when buying 
video game systems, 


accessories, games cietisaie 


and related 


products. ei 


Nintendo does not license the sale or use of products 
without the Official Nintendo Seal. 


Alcohol Reference 
Language 

Mild Fantasy Violence 
Suggestive Themes 


ESRB CONTENT RATING Www.esrb.org 


LICENSED BY 


NINTENDO, GAME BOY, GAME BOY ADVANCE AND THE OFFICIAL SEAL ARE TRADEMARKS OF NINTENDO. 


© 2001 NINTENDO. ALL RIGHTS RESERVED. 


THIS GAME PAK WILL WORK ONLY WITH THE GAME BOY® 


ADVANCE, GAME BOY® MICRO, OR NINTENDO DS™ VIDEO 
GAME SYSTEMS. 


Important Legal Information 
Copying of any video game for any Nintendo system is illegal 
and is strictly prohibited by domestic and international 
intellectual property laws. “Back-up”or “archival” copies are 
not authorized and are not necessary to protect your soft- 
ware. Violators will be prosecuted. 


This video game is not designed for use with any unautho- 
rized copying device or any unlicensed accessory. Use of any 
such device will invalidate your Nintendo product warranty. 
Nintendo (and/or any Nintendo licensee or distributor) is not 
responsible for any damage or loss caused by the use of any 
such device. If use of such device causes your game to stop 
operating, disconnect the device carefully to avoid damage 
and resume normal game play. If your game ceases to oper- 
ate and you have no device attached to it, please contact the 
game publisher's "Technical Support" or A ecionihad Service" 
department. 

The contents of this notice do not interfere with your statu- 
tory rights. 


This booklet and other printed materials accompanying this 
game are protected by domestic and international intellec- 
tual property laws. 
Rev-D (L) 
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INTRODUCTION _ 


This game is a tactical RPG in which the player competes against the computer in 

variety of battle scenarios. Each map has a unique victory condition. Once the 

player has completed the map’s objectives, he or she will proceed to the next level 
and the story will continue. The decisions made by the player will have an effect on. 
the plot, and there are multiple endings to the story. As humanity slowly recovers © 
from a brutal civil war, , will you be able to defend the world against an entirely new 
enemy? 


THE STORY 


Six Tighe ago, two wars came to a cane The fret was she DC War, the battl i; 
between the Divine Crusaders and the worldwide federal government. The second 
was the L5 Campaign, a secret fight against the Aerogaters — alien invaders bent on 
enslaving the human race. 


The federal government lost several of its key figures in the wars and has been 
forced to reorganize its command structure. Brian Midcrid, President of the 
fledgling colonial government, was appointed the new leader of the stricken 
_ worldwide government. ; 


at ae ill pat 


One of President Midcrid’s first acts was to release all information on the L5 War to 
the Federal Assembly. This announcement became known as the “Tokyo Manifest.” 


The Tokyo Manifest formally acknowledged the existence of extraterrestrial 
intelligence, and revealed the threat of alien races to the general population. 


President Midcrid used the Tokyo Manifest to urge the various nations of the world = 
| to unite and form a defense force against possible alien threats. This act became 
known as the Aegis Plan. 


Under the Aegis Plan, the federal army expanded and began to develop new types 
| of armaments. New types of humanoid mechs and weapons have emerged, and 
many more are still in development, waiting to be mass-produced. 


While the world begins to draw together for a common good, there are still those 
who have their own agendas. The remaining members of the Divine Crusaders, 
followers of the late Dr. Bian Zoldark, seeking to establish a military regime within 
the federal government... A previously unknown group that suddenly appears with 
the power to challenge the world’s military... Other factions at work in the 
shadows... And lastly, mysterious entities known as the Einsts... 


The human race is once again drawn into the vortex of chaos... Can the bravery and  — 
skill of its finest warriors save the world a second time? 


; GENERAL CONTROLS ; OTHER OPERATIONS 


L Button 3 R Button R Button A A Button: Press & hold to quickly 
*Switch betwee Co *Switch between move through conversations 


available units available units 


*Shoricut for action : see forassist_ A Button: If you hold down the A Button, your 


+Control Pad a movement animation will speed up 
Move Cursor A Button 


ya == eConfirm command  & eutton: Press during a units animation in. 
*Display next message cggmbat to skip the animation , 


Cancel command we *Open window 
*Display previous message 


i gan eat C= +Control Pad + B Button: Press & hold t 
move the cursor faster 


Pe OOO Fo SUCK Sa L Button (during dialog): Jump back to a 
: earlier message in the conversation 


R Button (during dialog): Return to the mos : 
recent message in the conversation 


START + SELECT + L Button + R Button: Soft 
reset (Press & hold START to continue) 


ttt ———— hhh 


| ONE-HAND MODE 


The controls can be 
set so that one- 


handed play _ is 
possible. 
Select "System" from the general 


commands. Then, go to "Configuration" 
and select "Left." The configuration will 
be as follows. 


L Button 


*Confirm command 
*Bring up windows 


+Control Pad 
eMove Cursor 


*Quick Save 


SELECT 


*Cancel command 
* Display previous message ~ 
*Bring up unit/terrain data 


H OTHER OPERATIONS 


START + SELECT + L Button: Software 
reset (Press & hold START to continue) 


AT A GLANCE 


escenario INTroDUCTION 
The story and the mission objectives will be revealed 
conversations between the characters. 


eMap Screen 
This is the battlefield. Lead your units to victory! 


epreparaTion 
You can equip weapons and/or change reinforcement parts, 
depending on the map. 
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eUnIT SELECT 
Select the units to be deployed. Sometimes, there are ones that 
can’t be deployed. 


*®BaTTLe 

After you have deployed your units, the battle will begin. You'll be 
in control of the blue units, and you must try to destroy the red 
ones. Remember, each map has unique mission objectives. 


eSCenario RESOLUTION TA 
This dialogue summarizes what happened aur: the : nigson ! 

and sets up the story for the next one. 
eINnTermission : 
During an intermission, you can modify your units/we 
change armaments, assign pilots to different mechs, e 
game can also be saved from this screen. 


Insert the “Super Robot Taisen: Original Generation 
2” Game Pak into the Game Boy Advance and turn 
the power ON. When the title screen appears, press 
START to display the following options: 


GAME START SCREEN 


NEW GAME: Start a new game from the beginning 
LOAD: Resume a game saved at an Intermission 
CONTINUE: Resume a game saved during a mission 


PREPARATION _ 


After the map has been shown, this menu will appear before the mission begins. 
Take the time to select your units carefully and equip them for the tasks ahead. 


® Units to Deploy: Required + selectable | 
| ® Mech Info: View the status of your units ee oa 
© Customize Mech: Customize your units —s_ | 
| oO Swap Frame: Change a mech's frame Le 7 
© Equip Weapon: Change a unit's equipped wea ol arogag| Customize Mech @) Pilot Training 


Diep loys 


apon Deploy 94 


Slap Frame 4 gn Pilot 
© Customize Weapon: Modify a weapon ee) Ewin Weapon) Equip Parts 


® Pilot Info: View the Status of your pilots > 

© Pilot Training: Improve a pilot's abilities or lea 
: new skills by spending Skill Points | 
® Assign Pilot: Assign your pilots to differen ur 
® Equip Parts: Equip a unit with parts ts 
@ Deploy: Close the Preparation Menu. and mov 
® $: Available money © 


Your units are stored on board battleships when not in battle. When the unit select 
screen appears, select the units you wish to send into battle from the list. Some 
units may already be deployed, or some units may not be available, depending on 
the map conditions. 


@ Current page/Total pages in the list (change Sekt Ceowdsanwennaaemses Uaaie 
_ pages with the Control Pad) , E 

© Unit name 

Number of units that can be deployed 

© HP of the unit : Tah aoa 

Pilot name ——— 9 BRS Ksicute @ 

© Pilot level Cee aie ot let i -. 

® Pilot Points ee i 


| 
| 


: 4 

- Put the cursor on the unit you want to deploy, then press the A Button to confirm. 
— ~~ Agreen icon will appear to the left of the unit’s name. Press the A Button once more 
_ to deselect the unit. As you advance in the game, the number of units that can be 

' deployed will increase. In most cases, you won't be able to deploy all your units, so 

__ try to pick the ones you think will perform the best during the mission. If you have 
not yet selected a unit to deploy, you can press the B Button to return to the 
preparation screen. : 
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® Cursor: Used to select and move units 

® Grid: Each square represents 1 unit of distance. The 
grid can be turned off or on from the General 
Commands menu iar 

® Friendly Unit: One of the player's units or an allied 
unit. Allied NPCs are controlled by the computer 

© Enemy Unit: A hostile unit controlled by the 
computer 

© Individual Commands: Orders that can be 
issued to individual units 

© General Commands: Options relating to 
gameplay 

® Turn Number: The number of turns which have 
passed during the current battle 

© $: Available money 


There are two types of commands on a map screen. 


| INDIVIDUAL COMMANDS 


These commands are for the operation of your units. To view them, put the cursor 
on a selected unit and press the A Button. Some commands are always available, 
while others can only be selected in certain situations or with certain items 
equipped. Also, some commands may not be available for a particular unit. : 


These are the orders which may be given to your forces. 
Move Move a unit 
Spirit Use the pilot’s Spirit Commands * 
Status Display the unit’s status * 

‘Attack Attack an enemy in range * 


Change Transform the unit ** Depending on the 
Deploy Deploy units from a battleship *x* situation, some 


Land/Air/Water/Underground Change the unit’s position ** commands may be 
Use Use parts equipped on the unit *#* unavailable. Those 


Repair Restore the HP of an adjacent unit ** will be listed in red. 


Supply Restore the EN and the ammo of an adjacent unit ** PRP Wey TyTN 
Standby End your turn certain situations 


Talk Talk with the enemy + : i * Will not end your unit's 
ea gu turn when used j 


These commands are for functions not related to individual units. Put the cursor n 
an empty space on the map and press the A Button to display the menu. — - 


End phase End your phase. The enemy will take its turn 


Units View a list of your deployed units. Select a unit from this list to move the cursor to that unit | 
on the map 

Mission View the winning and losing conditions 

Btl Mastery Indicates the conditions necessary to gain Battle Mastery 

Search | Sort the list of units on the map by various criteria. Select a unit in the list and press the A | 

| Button to be taken directly to that unit on the map 

SC: | Indicates the pilots with the selected Spirit Command 

Pilot Skill: Indicates the pilots with the selected special skill 

Mech Ability: Indicates the mechs with the selected ability 

System Configure the gameplay options 
| Grid: Turn the grid display on or off 

Btl BGM: Turn the music on or off. Select "Keep" to play the battle music while viewing the map. Select | 
"Change" to play two kinds of BGM; battle and map 
| Pilot BGM: Select the music that accompanies each pilot in battle scenes. Select pilot to play Robot Bem 
or Pilot BGM. You can also select a piece of music from the list and press START to play it 
| Configuration: Choose between “Normal” and “Left” 


Save Save the game in its current state. To load this save, select “Continue” from the Title Screen 


Place the cursor on one of your units on the map and press the A Button to display 
the options available to that unit. If the unit is far away from an enemy unit, select 
“Move” to move it closer. : 
When your cursor is on any unit, you can press the B Button to see the unit's status, 
then press the A Button to see the pilot’s Special Skills. 


®HOW TO MOVe YOU UNITS 

Select “Move” to show the movement range of a unit. Place the 

cursor on a spot within the flashing green squares and press the 

A Button to move to that space. If you then select “Standby” and 

press the A Button, that unit’s action will end, and you will be 

unable to move that unit again until the next turn. If “Attack” is listed as an optio 
then that unit is within range to attack an enemy with one of its equipped weapons. 


erTerrain CFFECTS 


There are various kinds of terrains on most maps. Seas and 
mountains will limit a unit’s mobility. To see the effect that the 

_ terrain type has on units, select an empty space on the map and 
a press the B Button. uease see P42 for a 
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eENeMY INFOFMaAaTION 

Place the cursor on an enemy unit, and its HP and EN will appear gue. = 
in the corner of the screen. Press the A Button to see its range of [iizzmeesilnien 
movement. Press the B Button to see the unit's status. If you have 
not yet fought that type of unit, then "???" will be displayed. If 
you've fought that enemy before, then you can press the A Button to see its Special 
Skills. 


eBOarpD 

If a friendly battleship is nearby, you can move your mech units 
there and have them board it. The units’ HP, EN, and ammunition 
will be gradually restored every turn. 


To redeploy a unit that has boarded a battleship, first select the ship, and then 
choose "Deploy." A list of mechs on board will be displayed. Choose the one you'd 
like to deploy. 


Redeploying from a battleship will lower the pilot’s Will by 10, but the pilot’s Will 
will never go below 100 in this manner. 


BATTLE: ATTACKING 


If your unit is within weapon range of an enemy unit, you can attack. The unit that 
challenges first gets to attack first. There are three types of attacks: close- range 
attacks, ranged attacks, and MAP attacks. 


a 


®HOW TO aTTAaCK 

Select “Attack” in the unit command menu to bring up a list of 
weapons equipped by that unit. Weapons in red letters can’t be 
used. The reasons a weapon may be unusable are: no remaining 
ammo, the lack of EN/Will, the enemy is out of its range, or the 
weapon cannot be used in that terrain. 


Select a weapon and press the A Button to show the weapon's 
range on the map. Place the cursor on the target and press the A 
Button to confirm the attack. While the cursor is on the target, the 
unit's HP, EN, and hit ratio will be shown. If multiple targets are 
within range, you can switch between them with the L/R Buttons. 


eCLOS€-RANGe ATTACKS. 
Weapons with “P” after their names can be used after moving. 
These weapons are good to use when approaching the enemy. 


®RANGED ATTACKS 
Weapons with a range greater than 2 can be used to attack from 
a distance. 


eMAp weapons 


Weapons with (“MAP”) after their names can damage multiple ie 


units, including your own units and allies. These types of attacks 
cannot be counterattacked. The area of effect will be displayed in 
a different color. Be careful not to get your own units caught in 
the blast! 


eBATTLE DATA WINDOW 
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o cae enemy's HP 
© The enemy's EN 
© The enemy unit's name 
© Weapon used in 
counterattack = 


_ The player's pilot's Will 


© The enemy pilot’s name 
© The enemy pilot's level 
@ The enemy pilot's Will 
© The enemy's hit ratio 
© The player's unit’s HP 
© The player's unit’s EN 
@ The name of the player’s 
unit 

© The weapon used to 

- attack 
® The player’s pilot’s name 
© The player’s pilot's level 


|| CONFIRMING AN ATTACK | 


After selecting a weapon and a target, information about your unit as well as the 
enemy unit will be shown on the screen. Press the A Button to start the battle. Press — 
the B Button to cancel if you decide not to fight for some reason. For example, if | 
your hit ratio is low or there is a high possibility of a vicious counter attack, you may 
wish to use a different weapon or not attack at all. Press the B Button to go back to © 
the previous screen and select the type of attack again. 


© The player's hit ratio 

® Begin battle 

® Select action: Change 
defensive action (not 
used when attacking) 

© Select Support: Select 
units to assist in the 
attack (See P27) 

@ Select Anim: Turn the 
battle animation on or 
off 


{ SELECTING A COUNTERATTACK 


Units will automatically counterattack when attacked unless you give them different 
orders. Before an enemy attacks, select “Action” and you will be given three ways 
to order the unit to react in the battle. Select "Weapon" to choose the weapon used 
in the counterattack. Select “Defend” to reduce the amount of damage taken in the 
attack, or select “Evade” to lower the enemy’s chance of hitting your unit. If 
“Defend” or “Evade” is selected, your unit will not counterattack. 


After you have made your decision, select “Start” to begin the battle. 


eCOUNTERATTACK INFORMATION ee 27007 2atyun ee 15007 4500 Fy 


ACI NP de Resi Pen j io7i 1 smuemsien 
© Start: Begin the battle : ri ery aba tt 
® Action: Select “Weapon,” “Defend,” or “Evade —oo hae sel | 
© Support: Turn defensive assistance on or o d allie ne | 


select defending units | FOC Remnant GSE] Kost 
© Select Anim: Turn the battle animation | iw oe aut | 
*The R Button can be used to turn Support on and TRRESRES ea id : 
and the L Button can be used as a s ort : : . 
defensive action. _ 


During a battle, you can restore the HP, EN, or ammunition of your units. 


eMODULES: 

-A.unit with a repair module or a supply module can restore allied 
units in the same manner as attacking. The higher the level of the 
pilot on the repairing unit, the more HP will be restored. You can 
restore the EN and ammo to the unit’s maximum by using a 
supply module. 


@ABILITIES: 


Pilots with Spirit Commands such as Vigor or Trust can restore 
their own units by using those abilities. 


eTERRAIN: 


Units placed on certain types of terrain, such as installations or 
hangars, will have their HP and EN restored slightly at the start of — 
every turn. The amount replenished can vary from 10% to 30%. is 
Look at the terrain’s details to see if it has any restoration 

_ capabilities. 


®RESTORATION BY BOARDING 

A unit boarded onto a battleship while on the map will have its 
HP and EN replenished slightly, and its ammo replenished fully, 
for every turn it's on board. The pilot of a unit replenished like 
this will have his or her Will lowered by 10, but it cannot go 
below 100 in this way. 


@RESTORATION BY PARTS 

lf parts like Repair Kits, Fuel Tanks, and Cartridges are equipped 
on your units, they can be used to restore HP EN, and 
ammunition. 


‘ COMPLETION 


When all the actions you wish to perform in your turn have been 
completed, press the A Button on an empty space on the map to 
bring up the General Command menu. Select “End phase”, and |B 
the enemy's turn will begin. You may end your turn at any time, |geemnm 
even if you have not moved all your units. You and the enemy ™# 

will alternate taking turns until either the Winning Conditions or the Losing 
Conditions have been met. Once the mission objectives have been cleared, that 
map will be completed. 
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There are times when allied units can assist each other in a 
battle. This is called “Support.” There are two types of 
supporting actions: offensive and defensive. Offensive 
support occurs when adjacent units attack the same enemy; in 
defensive support, the supporting unit will take the hit for an 
adjacent unit. 


In order to perform a supporting action, the unit must not have 
acted yet in the turn and its pilot must have support abilities. 
The number of support actions a unit can perform in a single 
turn is equivalent to the unit’s support level. You can see which 
units will provide support in the attack/counterattack 
information window. 


{ OFFENSIVE SUPPORT 


Offensive support can be given if the following conditions are 

met: 

¢ The assisting unit and the unit being assisted are on adjacent 
spaces 
¢ The assisting unit can still provide offensive support 

* The assisting unit is able to go to the grid square the assisted 
unit Is on 

*The weapon of the assisting unit can be used against the 
target 

* The assisting unit hasn't acted yet 

° The assisting unit is not participating in a Combined Attack 


If you do not need offensive support, or if you want to change the unit that will 
provide support, or if you want to change the supporting unit's ‘weapon, open the 
Support menu in the attack information window and select “Support.” Select 
“Change” to change the supporting unit or turn “es ka ih a If there are 


be displayed. Select the unit you wish to stoi Sonat an ore 
multiple weapons are available for that unit, you may then select 

be used. When the unit and weapon have been se 
to the attack/counterattack window. 


|| DEFENSIVE SUPPORT 
Defensive support can be given if the following conditions are 
met: 


¢ The assisting unit and the unit being assisted are on 
adjacent spaces 

* The assisting unit can still provide defensive support 

* The assisting unit is able to go to the grid square the 
assisted unit is on 

«The unit being supported fails to dodge the attack 

¢ The supporting unit will not provide support if there is a chance that it may be 
destroyed in the assist 


Select "Support" to choose between "Change" and "None." Select “Change” to se 
the HP and EN of all units capable of providing support. If there are multiple unit 
assisting, all participating units will be displayed. Use the +Control Pad to select 
unit and press the A Button to confirm. 
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j SUPPORT DETAILS 


eSUPPORT AND SPIRIT COMMANDS 


The supporting units cannot receive the effects of certain types of Spirit 
Commands, even if you set the commands before beginning the supporting action. 
However, special abilities like Barrier or Canceller can be activated. 


@ EXPERIENCE 


A supporting unit does not gain any experience by providing support; the unit that 
actually led the attack gets the experience. 


eTHE PRIORITY OF SUPPORTING ACTIONS 


When there is more than one unit that can provide support, the participant will be 
decided based on the following: 


Offensive support: The unit equipped with the strongest weapon 
Defensive support: The unit expected to sustain the least damage 


Some units have the ability to join with multiple friendly units to attack a single 

enemy unit. When units join together in this way, it is called a “Combined Attack.” 
A Combined Attack may be initiated when all the units participating in the attack are 4 
in spaces adjacent to the unit initiating the attack and if the enemy is within the. 
Combined Attack range. If the conditions are met, a Combined Attack will be 
available in the weapon list. This ONLY appears when the conditions are met, SO. 
information on Combined Attacks will not be seen during an Intermission. | 


A unit can still assist in a Combined Attack even if it has completed its turn 
Assisting in a Combined Attack will not end a unit's turn. 


All the units involved in the Combined Attack will use a certain amount of energy. I 
one of the units lacks the necessary amount of energy, it cannot perform the attack 
Spirit Commands can only be used by the unit leading the attack. After i" a 
Combined Attack, the enemy's counterattack will be directed towards the unit that 
attacked first. q 


© Unit initiating the Combined Attack 
© Unit assisting with the Combined Attack 


When performing a Combined Attack, the 
assisting unit must be within the|_| area. 


; HOW TO PERFORM A COMBINED ATTACK 
Position the participating units around the leading unit. 
The Combined Attack will be added to the weapon list. 


: COMBINED ATTACK AND ASSISTANCE 


The units engaged in a Combined Attack cannot provide offensive support. 
However, a unit not assisting in the Combined Attack can provide offensive support 
to the participating units. Enemies cannot provide defensive support to units 
targeted by a Combined Attack, and commands like Shield or Cancellation will be 
nullified. 


iii aia = , x or So tae tm, } ; 


- 
A "Chain Attack" is an attack that can be used against enemy units that are lined up. j 
You can choose whether to attack normally or with a Chain Attack. Chain Attacks — 
can be activated if the following criteria are met: j 

Your unit is adjacent to a group of enemy units forming a vertical or horizontal 
line. : 
Your unit is capable of attacking all enemies in their current terrain(s). 


The pilot has the ability to do a Chain Attack. 
Weapons that are capable of Chain Attacks have a “C” after their names. 


: CHAIN ATTACKS AND SUPPORTING ACTIONS 


Supporting actions cannot be used with Chain Attacks. If you choose to use 
offensive support, the Chain Attack will be cancelled. Also, enemy defensive 
support actions cannot be used against a Chain Attack. 


SPECIAL WEAPONS © 


In addition to doing damage, special weapons can have 
various effects on targets. These effects can only occur when 
the target sustains damage, so if the target evades the attack 
or uses a Barrier, the special weapon’s effects may be nullified. 


Several types of special weapons are listed on the next page. 
An asterisk indicates an especially strong type of attack. 
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Reduces the enemy pilot’s Will by 5, but the value can never go under 50 using 
this weapon 


Takes the enemy pilot’ 


s SP away, and adds it to one’s own 


Completely disables the enemy unit for 1 turn, and 
Commands affecting the pilot 


cancels any Spirit 


Reduces the enemy unit’s hit ratio by half for one turn. This cannot be com- 
bined with other special weapons 

Reduces the enemy unit’s weapon strength by half for one turn. This cannot be 
combined with other special weapons 


Special weapons can be selected during an Intermission, or by choosing "Select 
weapon" from the menu on the preparation screen. Please see page 56 for more 
details. 


SPIRIT COMMANDS _ 


Each pilot has the ability to use Spirit Commands. You can improve a pilot's hit ratio 
or reduce damage received by consuming SP. Each pilot has a unique set of Spirit 
Commands. The amount of SP required to use them varies between pilots. 


i THE USE OF SPIRIT COMMANDS 


Bring up the Unit Command menu and select “Spirit” to see the list of Spirit 
Commands assigned to each pilot. The ones listed in red cannot be used because 
the pilot lacks the SP to use them. Select a command and press the A Button. The 
SP will be consumed, and the ability will take effect. 


® Pilot 

© SP (current/max) 

© Spirit Command list 

© Spirit Commands in effect 

© Information on the selected command 


[Doubles the damage ofthenextatick 


} Raises hit rate to 100% for one turn, even if the enemy has an ability such as Double Image 
| Raises the target ally’s hit rate to 100% for one turn 
Reduces damage taken to 25% for one turn 


Nullifies any special effect by the enemy for one turn ) 
Increases movement range by 3 for 1 action 
Allows 1 extra action 
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Parts can be equipped to improve the abilities or special abilities of a unit. Parts can 
be obtained by clearing maps and destroying enemy units, and through events. 
Parts that you have obtained will be shown in the Parts List. 


Equipped parts can be viewed by selecting “Parts” in the Status Screen. 


These are the different types of parts: Inin tt Cite) |) Pitt 
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Unit: Modifies a unit's abilities 
* Weapon: Improves a weapon’s capabilities r Darts} 


* Consumable: Modifies a unit's abilities. ft nae fo ek 
These parts are used from the “Parts” menu, and | EN 120 
disappear when used Arnor 1350) 


Other: Parts with other effects . i 
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Movement +1 
Movement +2 
Mobility +5 
Mobility +20 
Mobility +25 
-Movement +1, Mobility +5 — ; 
Enables flight, changes unit’s/weapon’s sky performance to A 
Changes unit’s/weapon’s space performance to S$ 
Changes unit’s/weapon’s land performance toS 
Changes unit’s/weapon’s water performance to S$ 
Max HP +500, Armor +100 
Max HP +1000, Armor +150 
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eWEAPON 


Increases all weapons’ ranges by 1 (except MAP and ange 1) 


All weapons’ hit rates +10% 
All weapons’ hit rates +20% 
All weapons’ hit rates +30% 
All weapons’ hit rates +40% 


®CONSUMABLE 


_ | Replenishes all HP; expendable 


Replenishes all EN; expendable 
Replenishes all ammo; expendable — 


"| Replenishes 50 SP; expendable 


"| Initial Will +5 

| Max EN +50 

Max EN +100 : 
Regenerates 10% of max EN at the beginning of each turn 


pilots gain Will, their offensive and defensive abilities get 
stronger. Some weapons can only be used if the pilot has a 
high Will, so raising Will is the key to doing better in battle. 


The initial value of Will is 100. To raise the value, you need to: 


* Hit targets accurately Ent SOT SO ESS | Det Smet 17 | 
* Take damage otto 

* Shoot enemies down 

* Have friendly units shot down 

¢ Use Spirit Commands ~ 

* Use Parts 


Your pilots will gain and lose Will in different amounts. The amount gained will vary 
according to the pilot and the situation; sometimes, a pilot's Will may not change 
at all. Pay attention to your pilots and you will learn what affects them most. 


There are various kinds of terrain on the maps. These will 
influence the mobility, defense and hit rates of the units that 
are stationed on them. Also, there are types of terrain that 
regenerate the HP or EN of the units placed on them. Press the 
B Button on an empty map square to see the effects the terrain 
will have on units placed there. 


In terrains where movement is greatly restricted, units with 
commands such as “Air” or “Change” may be able to move 


freely. You can transport units with low mobility in a battleship. 
Study the terrain and you will be able to make good decisions 
about unit placement. 
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STATUS SCREEN: UNIT 


) Page: Use the +Control Pad to change pages. 

) Unit's Name 

> Movement: The number of map squares the 
unit can move in one turn. 

© Movement Type 

Environment Rating: This rank runs from 

highest to lowest: S, A, B, C, D. These ratings 

show how well the unit performs in the 

different environments. 

Special Skills: The special skills that the unit 

_. possesses, 

® HP: The unit’s durability. When it reaches 0, 

the unit is destroyed. 


© EN: The amount of energy the unit can 
contain. 

© Mobility: The unit’s mobility. This number 
affects evasion. 

© Armor: The unit’s endurance. The higher the 
number, the less damage it takes from enemy 
attacks. 


fas C_ Ability] 
Beam Coat 
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® Size: Ranges from S (smallest) to LL (Largest). Larger units are easier targets. 

® Repair Cost: The cost to repair this unit if it goes down in battle. 

© W Space: The space for weapons that can be equipped by this unit. The larger 
the number, the more weapons can be equipped. | 

® Parts: The parts equipped by this unit. 

© Modification Level: The current levels of modification the unit has undergone. 


: UNIT SPECIAL ABILITIES 


Beam Coat: Reduces beam damage by 900. Cost: 5 EN. 
AB Field: | Reduces beam damage by 1200. Cost: 10 EN. 


E Field: All types of damage will be reduced by 1500. Cost: 15 EN. Can sa be q 
activated when Will > 120. ] 


G Wall: All types of damage less than 800 will be nullified. Can only be} 
oe pe nieces meen Will > 120. a 


rhere al are cane oe abilities besides those listed above. 
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STATUS S SCREEN: PILOT 


a 1/ /2iP Pilot Info if 
® Page: Use the +Control Pad to change pages. : 


© Pilot's Name 
® Level: The pilot’s current level. The number will 
increase as the pilot gains EXP. 

O will: Current level of willpower. Affects 
offensive/defensive strength. It increases as 
you defeat enemies, replenish, and participate 
in certain events. It can also be reduced. Note 
that certain weapons can only be used if the 
pilot's Will is high enough. 

© EXP: The amount of EXP the pilot has earned 

ets so far. SK ‘ns ‘uke Nambu 

) Need: The amount of EXP required for the pilot é 

_ to reach the next level. L =-- lle oN 

® MEL (Melee): The pilot's ability to use weapons ate i 
in close combat. It starts at 100. The greaterthe [iim 
number, the more damage dealt in melee 
combat. 
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© RNG (Ranged): The pilot's ability to use weapons from a distance. It starts at 100. — 
The greater the number, the more damage dealt in ranged combat. 

© HIT: The pilot’s accuracy. The greater the number, the more accurate attacks are 
going to be. 

@ EVD (Evade): The ability to evade enemies’ attacks. The greater the number, the ~ 
greater the chance of dodging an attack. The mech’s Mobility will be added to 
this value to determine the unit's evasion rate. 

@ DEF (Defense): The pilot's ability to defend against enemies’ attacks. The greater _ 
the number, the less damage the pilot takes in combat. 

® MAN (Maneuvering): The pilot’s overall piloting skill. The greater the number, - 
the better chance of scoring a critical hit against an enemy. 

® Spirit Points (current/max): The number of Spirit Points the pilot has for using ’ 
Spirit Commands. 
Pilot Points: The current number of Pilot Points the pilot has. Use Pilot Points in — 
training to improve the pilot's abilities. 1 
Beat: The number of units this pilot has destroyed. { 
Environmental Rating: The pilot’s skill level when fighting on a particular kind of © 
terrain, ranging from A (highest) to D (lowest). 
® Spirit Commands: The list of Spirit Commands available to the pilot. 
© Special Skills: The pilot's special skills. Skills can be obtained from training or by — 
raising the pilot’s level. 
Ace Bonus: Ace Bonus points obtained. 
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Pilots can learn the following types of skills: 


Offensive/Defensive Support: This is the number of supporting actions this pilot 
can make in a single turn. As the pilot’s support skill level increases, he/she will 
be able to provide support more often. 

Chain Attack: The ability to perform Chain Attacks. Raising the level will allow 
the pilot to hit more enemies in a single Chain Attack. 

Prevail: This skill activates when the pilot's HP is running out. When activated, 
the pilot's values for Evade, Hit, Critical and Armor will increase. The higher the 
pilot’s skill level, the sooner this skill activates and greater the increase in stats. 
Counter: Allows the pilot to attack first when the enemy targets the pilot. — ee 
In-Fight: The unit’s melee weapon damage and movement range will increase. 
Gunfight: The damage and range of ranged weapons will i increase. : 
SP Up: Increases the pilot’s maximum Spirit Points. 
Lucky: This will rarely activate, but when it does, Hit, Evade an 
become 100%. oe. 
SP Regenerate: Restores Spirit Points siee the 
Focus: Reduces the SP cost of Spirit Command 
Hit & Away: If you attack before monies yu can. 
Be dbo will be unavailable 
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Genius: Increases the chances of a hit, critical hit, or evasion. 
Fortune: Increases money earned in battle. | 
Attacker: The pilot's offensive power will increase when his/her Will reaches a 
certain level. 
Prophesy: The pilot's chance of evading a counterattack increases when his/her — 
Will reaches a certain level. 

E Save: The pilot’s weapons will use less EN. 

B Save: Ammunition capacity will increase by 50%. 
Revenge: Damage dealt by counterattacks will increase. | 
Telekinesis: Increases hit and evade rates. Leveling up this skill will ang to the 
increases in these areas. 
Command: Increases the hit and evade rates of allied units near nthe unit with this — 
skill. 


| INCREASING PILOT LEVELS 


Pilots gain levels by gaining experience in combat. When a pilot levels up, their — 
stats, Spirit Points and Pilot Points will increase. You can use Pilot Points to improve © 
stats or gain new skills, although there's a limit to how much a pilot's stats can be — 
improved. This means that you may find that the same pilot may have totally — 
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different characteristics if you play the game again and choose a different set of 


skills. 
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A pilot who has shot down 50+ enemies will get an Ace Bonus. He will earn 20% 
more money in battle and start each mission with an extra 5 Will points. 


@ Page: Use the +Control Pad to change pages | Infa unit [Pi Pilot {] COMER) 
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© Offensive Strength: The base damage dealt by 1/1] Wea name @One ene @Hit 
the selected weapon EMS ip) 5 i “= < : 
© Range: The weapon's minimum and maximum ih Sear sine et et ae 
ranges SS fh 
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© HIT: The weapon's accuracy b EN ---¢ 100) @ Missle 
19) riahged Weapon 


© Weapon Name Air GMA WtrA Spe gp Critical 


© Weapon Type: “P” weapons can be used after 
moving. “MAP” weapons can hit multiple 7 
enemies in a broad area. “C” weapons are capable of performing Chain Attacks 
® Will [required (current)]: Certain weapons require that the pilot has a certain: 
amount of Will before they can be used. The amount of Will required is indicated 
here. If the number is in red, the weapon can not be used at the current time _ 
© Energy [required (current)]: The amount of EN consumed when the weapon is 
used. If the number is in red, the weapon can not be used at the current time _ 


© Skill Needed: The skill needed to use the weapon. If this is in red, the weapon 
can not be used 

® Environment Rating: This is how well the weapon is suited for use in certain 
environments, ranging from S (highest) to D (lowest) 

® Bullets Left: This shows the amount of ammo left in the weapon. This number 
is displayed as current / maximum 

© Weapon Category: Indicates whether the weapon is classified as missile, beam, 
bullet, remote, melee, etc 

© Weapon Type: This will indicate if the weapon is a melee type or a ranged type 

© Critical: The base chance of getting a critical hit while using this weapon. The 
greater the number, the better the chance of a critical hit 


INTERMISSION _ 
Tovenmssion 


An intermission will occur after a map has been completed. This is where you can — 
modify units and switch pilots to get ready for the next battle. Use the money you 
earned to improve your forces. 


@ intermission Menu: Select an item on the left and — 
press the A Button. A new cursor will appear in the jaammmamme/iatttiaaann 
Command Menu in the center of the screen. Select ep = 
one of the available choices and press the A Button [amalgam f tL 
to enter the appropriate submenu. eo ae 

© Top Ace: The current ace pilot. 3 | 

© Command Menu: Commands available within the 
current category. 

© Battle Mastery: The number of Battle Mastery points you've earned so far. 

© Degree of Difficulty: Current degree of difficulty. This changes depending on’ 

- your current level of Battle Mastery. | 

© Turns: The number of turns played up to this point. 

© $: The amount of money you have available for modifying units. 
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Select “Info” to bring up a list of your units. You can sort the units by using the L/R 
Buttons. Select the unit you want to view and press the A Button to go to the status 
screen. Press the A Button again to view weapon info. 


® Page: Use the +Control Pad to change pages. ATT [Hi 
Unit List Bi Ty 
Unit's HP oo ‘ Le 
0 Pilot's Name I sein 10 
© Pilot's Level se : | 
© Pilot Points 
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e CUSTOMIZATION 


If you select "Customize," a list of your units will be displayed. Press Left or Right on 
the +Control Pad to change pages, and select a unit to customize by pressing Up or 
Down. Next, select the stat you want to modify by pressing Up or Down on the © 
+Control Pad. Press Left or Right to adjust its value. The cost of the customization 
will be shown in the window. Press the A Button to confirm. The cost will then be 
deducted from your funds. The green indicator lights show the level of. 
customization to the unit. 


@ Unit Name 

® Current Funds 

©® Customization Cost 

© Funds After Customization 

© Selected Stat’s Current Value 
© Selected Stat 

® Current Level of Customization 
© Max Level of Customization 


Parts |] Select Unit || HP. | 
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eSWAP FRAME 


Select “Frame” to bring up the list of units that can equip 
new frame parts. 
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This option allows you to choose weapons to be equipped Weis tt 
on a mech. First, select a mech from the unit list. A list of 
weapons currently equipped by that unit will appear. 
Weapons listed in gray cannot be changed, because they guppy 
are attached to the unit. By selecting "--------- "and pressing . 

the A Button, a list of available weapons will be displayed. 
From there, choose a weapon that you like and equip it. 
Each weapon has a size, its W Size. The unit’s weapon 
capacity is called W Space. You can only equip weapons 
with a W Size less than or equal to the unit's current W 
Space. 
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® Equipment Info fea 
«) Wea pon List Det we 
© Selected Weapon Info [chan ister @ 
© Selected Weapon’s W Size Whapah ‘Size 
© Current W Space / Maximum W Space 
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@CUSTOMIZATION 


Customizing weapons is the same as customizing units. First, select a unit, and a 
list of weapons for that unit will be displayed. Next, select the desired level of 
customization using the +Control Pad, and the cost will be shown. Press the A 
Button to confirm the changes, and select “Yes” to complete the upgrade. The 
green indicator lights show the level of customization to the weapon. 


@® Weapon Name 


® Current Attack Power 
® Attack Power After Customization | 
© Current Funds ) a 
® Customization Cost <a ae 
© Funds After Customization | ee ie 
if 
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Select the pilot you wish to view from the list, which can be sorted by pressing the 
L or R Button. This will bring you to the status screen. 


i) Page: Use the +Control Pad to change pages. D 1/11 Pilet Info. |) Select Pilot 7a) 
© Pilot Level a 
© Pilot Points | a ons 
© Pilot List 

© Current Mech 
© EXP 

® Spirit Points 
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Pilots required to participate in the next battle will 
be listed in yellow. 


eTRAIN 
By spending Pilot Points in Training, pilots can improve their stats or obtain special 
abilities. Select a pilot from the list, and then select "Learn Skills," "Raise Stats," or 
"Adaptivity." 


eLEARN SKILLS 


The list of special abilities already obtained is shown in 


the lower left. Skills that can be learned are shown onthe 


right. Put the cursor on an empty slot on the left and press 
the A Button. The cursor will move to the column on the 
right. Select the ability you want the pilot to learn and 
press the A Button. Confirm the transaction by pressing 
the A Button again. 


®RAISE STATS 

Select an ability you want to improve, and put the cursor 
on it. Use the +Control Pad to change the value; the 
amount of points required to upgrade will be indicated on 
the left. Confirm the transaction with the A Button. 


» ADAPTIVITY 

[he pilot's current aptitude for each environment will 

be shown in the upper right of the screen. Select an 
environment and change the value with the +Control Pad. 
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e ASSIGN 


If you select “Assign,” the list of pilots will appear. Select a pilot you want to assign 
and the list of units will be shown. Select the unit you want to place the pilot in, and 
the status screen will appear, asking if you wish to confirm the selection. Select 
“Yes.” If there was a pilot previously assigned to that unit, that pilot will be removed 
and will not be assigned to any unit. 

Note: Some pilots can only pilot one unit, and some units ((RRRaIEUIAIAEA ISAs aioe 
may only be piloted by certain pilots. 


@ Page: Use the +Control Pad to change pages 

© Pilot List 

® Pilot's Current Mech: A Mech listed in yellow must be 
deployed in the next battle and cannot be assigned to 
a different pilot 

© New Mech Assigned to Pilot 


eEQUIP 
Select “Parts” to bring up the unit list. Select a unit to move on to the parts menu. 
Select a part slot and press the A Button. The cursor will appear on the right and 
allow you to select a part to place in the unit's slot. Confirm your selection with the 
A Button; in case there are no parts of that type available, the units with that 
particular part equipped will be shown. If you want to remove a part, select 
“UnEquip” from on the top of the Parts list. 

) 1/44] Equip {| Parts 
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©® Page: Use the +Control Pad to change pages PH ‘Daittss LV 10 
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eSELLING PARTS : 
You can sell your parts to make money. Select “Sell” to bring up the list. Select a 
part and press the A Button. Use the +Control Pad to decide how many of that part | 
you wish to sell. If there are units equipped with the part you want to sell, the names 
of these units will be shown. If the part is not equipped on any unit, it can be sold | 
immediately. 
Page: Use the +Control Pad to change pages 
Part Type 

Parts List 

P Part Price ccs mien 

) Number of Parts to be Sold Pennies all HP 
Subtotal : [aaa 
Current Funds Sel Parts | Th 
» Your Total Funds After Sale 
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» SAVE | 
Select “Save,” and you will be able to save your progress in the game. Loading this _ 
save file will allow you to continue playing from the last intermission. 


*LOAD 


You can load saved data, allowing you to resu 


© Data: You can save up to two save files 
© Top Ace: The Top Ace pilot in that save file aie 
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“) Battle Mastery: Your current level of Battl 
and the current degree of difficulty | WPS ec 5: : 

“) Scenario: The name of the last completed sce ae ie 

© Turn: Grand total of turns played in that aaa 

© $: The funds available in that save 


There are two ways to save your progress in this game. The first is during 
intermissions, and the second is the Quick Save feature. The two kinds of saves are 
treated differently. An intermission save, when loaded, allows you to continue from 
a particular intermission. A Quick Save, on the other hand, allows you to continue’ 
from exactly where you left off. Use the different types of saves to your advantage. 


@SAVING AT AN INTERMISSION 


Select “Data: Save” from the intermission menu. You can 
resume the game by selecting “Load” from the title screen 
or the intermission menu. Up to two data files can be saved 
by this method. 


e QUICK SAVE 

To save during a mission, select “Save” from the General 
Commands menu, or press START. Select "Continue" from 
the title screen to load this data. Only one file can be saved 
in this way. 


Each map has unique conditions for increasing your level of Battle Mastery. If your 
Battle Mastery level becomes high enough, the difficulty of the game will increase. 
To see these conditions, refer to the Battle Mastery section in the General 
Commands menu while on the map. 


| Turns 1 || 
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¢KYOSUKE NanBue 


The leader of the ATX Team. He is a man with a stern demeanor and says very little. People 
believe that he is a calm and rational person, but his poker face hides the strong emotions he 
keeps deep within his heart. He loves his sweetheart Excellen with all his heart, but he doesn't 
always express that in the manner she'd prefer. After the L5 Campaign, he was assigned to 
Langley Base in North America to hunt down the DC Remnants. But, his encounters with the 
mysterious "Einsts" and Alfimi will changes his destiny dramatically... 


*DTX-O03Ce 
ALTeISeNn 


A Personal Trooper created by the ATX Project to realize their vision of an ultimate mech 
capable of breaking through enemy forces with its overwhelming firepower. In melee and 
hand-to-hand combat, it demonstrates its superiority, but it was rejected in the next-gen 
trials due to its outdated concept. Therefore, it was shamefully nicknamed "Alteisen," mean- 
ing “old iron" in German. 
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eEXCELLEN BrOWnINGe 


A member of the ATX Team. She is clever and intelligent, but she likes to be the center of 
attention and tends to be impulsive, never thinking twice about what she says. She 
works hard and parties even harder, and enjoys watching the people around her lose 
their inhibitions when not on duty. she loves Kyosuke more than anyone else, but she 
feels annoyed that he doesn't let his true feelings show. Through her encounters with 
the mysterious "Einsts" and Alfimi, the hidden truth within her will be revealed... 


*PTX-007-03Ce 
WeISSFITTer 


A custom model of the mass-produced RPT-007 Gespenst MkII, the 
main fighter for the ATX Project. It's equipped with an Oxtongue 
ge Rifle that is capable of firing both conventional bullets and 
beam rounds, giving it a distinct advantage in artillery 
combat. However, since the basic concept was to achieve 
high mobility, its production cost was high and sacrifices 
were made in terms of armor. Ultimately, it was overlooked 
for mass-production. 


eLamiIa LOVELESSe¢ 


A mysterious woman who is the designated pilot of the Angelg. She joins the ATX team after being 
contacted by Kyosuke and the others. She is ice-cold and reserved, and acts almost like a 
machine. While she is quite beautiful, something about her pushes everyone else away. She 
seems to know much more information than others would expect, and persistently tries to learn 
more about the team and its mechs. Just who is this beautiful stranger, and what are her 
intentions? 4 


¢SMSCe 

ANGELG 

A mech characterized by birdlike wings and a feminine 
design. It's a mysterious Super Robot whose construction aN 
and power source are as enigmatic as the woman who 7 
pilots it. This mech can only be operated by Lamia, and it 
is rumored to have been developed by Isurugi Industries for 
the next-gen trials. But, no one knows the truth about its 
origin... 


LIMITED WARRANTY 


ATLUS warrants the original purchaser of this ATLUS product that 
the medium on which this software program is recorded is free 
from defects in materials. and workmanship. 


ATLUS, at its sole option, will refund, repair or replace at no 
charge any defective ATLUS products within ninety (90) days of 
purchase with proof of purchase date, so long as the defect is not 
caused by misuse and neglect of the purchaser. EXCEPT FOR THE 
FOREGOING LIMITED WARRANTY, ALL EXPRESS, IMPLIED AND 
STATUTORY WARRANTIES, INCLUDING WARRANTIES OF 
MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE AND 
NON-INFRINGEMENT OF PROPRIETARY RIGHTS, ARE EXPRESSLY 
DISCLAIMED. ATLUS SHALL NOT BE LIABLE FOR ANY DIRECT, 
INDIRECT, INCIDENTAL, CONSEQUENTIAL OR OTHER DAMAGES, 
EVEN IF DAMAGES RESULT FROM THE USE OF ATLUS PRODUCTS 
I ACCORDANCE WITH ATLUS manual instructions. In some 
jurisdictions, some of the foregoing warranty disclaimers or 
damage limitations may not apply. 


You must call (949) 788-0353 to receive instructions to obtain : 
repait/replacement services. y 


Repait/Service After Expiration of Warranty : 
If your ATLUS product requires repair after expiration of the $0. 
day Limited Warranty Period, you, may contact the Customer 
Service Department at the number listed above. You will be = 
advised of the estimated cost of repair and the shipping — 
instructions, 


ATLUS Customer Service Department/Technical Support Line 
(949) 788-0353 | 
Call this number for help in installing or operating our sical or 
for general product questions. Representatives are available — 
Monday - Friday, 9:00 am to 5:30 pm Pacific Time. . 
Atlus USA 
15255 Alton Parkway, Suite 100 
Irvine, CA 92618 y 


ATLUS’ ~ wes 


WWW.ATLUS.COM 


15255 Alton Parkway, Suite 100 
Irvine, CA 92618 
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